How to Resolve Any Funny Friends Card


Congratulations--you have just claimed a Puberty / Life Card, or are achieving a goal! But now what do you do? Here's a handy step-by-step guide to help you get through this turbulent time in your life.

Note: The following presumes that you meet all the prerequisites for the card--after all, if you didn't, you couldn't have taken or played it in the first place.

Select Friends

Select Prerequisite Friends: For each Friend icon appears as a prerequisite, the following steps take place.

1. You select a current friend (either player or neutral).

2. Any player with whom you are already friends may play a Call marker in your color. (If no players opt to do this, then the friend you chose in step one will attend the event with you.)

3. You choose a friend belonging to a player who played a Call marker, or you play the Call marker of another player (with whom you are already friends) and select him instead. The person chosen in this step will attend the event with you.


Select Effect Friends: For each Friend icon appears as an effect, the following steps take place.

1. You select a current friend (either player or neutral) or a neutral person with whom you are not already friends.

2. Any player may play a Call marker in your color. (If no players opt to do this, then the friend you chose in step one will attend the event with you.)

3. You choose a friend belonging to a player who played a Call marker, or you play the Call marker of another player and select him instead. The person chosen in this step will attend the event with you.

Apply Characteristic Effects

For each characteristic shown as an effect on the card, advance your marker on that characteristic by one (or the number shown on the effect). Exception: If your marker is already on 3 for the specified characteristic, you instead reset the characteristic shown at the bottom of row to 0.

For each characteristic with a slash through it shown as an effect on the card, move the marker on the characteristic back to 0.
Apply Relationship Effects

Note: All relationships are symmetrical: at any given time the position of a player on your friendship track should be identical to your position on that player's friendship track. If you have a player's marker on the Just Friends space of your friendship track then your marker should be on the Just Friends space of his friendship track, if he's on your Married space then you should be on his Married space, and so forth. These adjustments will typically take place as the result of Relationship effects (when you start a new relationship with someone, strengthen an existing relationship, break-up, etc.).

Apply Partner Effects: If the Partner icon is listed as an effect, either: 

· Advance your current partner one step on relationship track; or

· Break-up with your current partner (if any) by moving him to the appropriate "ex" space on the relationship track (the leftmost if you were In Love or Engaged, the rightmost if you were Married of Happily Married), choose any other person (player or neutral, regardless of whether you are friends with them), and place them on the In Love space of the relationship track. Exception: If the person you choose is an ex, you instead place him on the Engaged space (if you are not currently married to him) or the Happily Married space (if you are married to him).

Other players may not play Call markets to influence your selection, and the person you select cannot veto your decision. Exception: You may never choose a neutral person who is in a Secure Relationship (Engaged or Happily Married), and you may only choose a player who is in a Secure Relationship (Engaged or Happily Married) with his consent.

If the Partner icon has an A on it, you must either advance the person represented by the A on the relationship track or start a new relationship with the person represented by the A; you may not choose someone else.

Apply Break-up Effects: If the Break-Up icon is listed as an effect, break-up with your current partner (if any) by moving him to the appropriate "ex" space on the relationship track (the leftmost if you were In Love or Engaged, the rightmost if you were Married of Happily Married).

Apply Marriage Effects: If the Marriage icon is listed as an effect, move the person represented by A to the Married space. If you were previously married to someone else, move that person to the Ex Partner space of the relationship track.

Apply Divorce Effects: If the Divorce icon is listed as an effect, move the person to whom you are married to the Ex Partner space of the relationship track.
Apply Sex and Baby Effects

Note: Sex and Baby effects are symmetrical: at any given time the number of Sex and/or Baby markers you have on a player should equal the number of Sex and/or Baby markers he has on you. When you add a Sex marker to a player, for instance, he should immediately add a sex marker to you; likewise for Babies.

You may have multiple Sex and/or Baby markers on a single person.

Apply Sex Effects: If the Sex icon appears as an effect and has an A on it, place a Sex marker on the person represented by A. If the Sex icon appears as an effect without an A, place a Sex marker on the Anonymous Sex field of the board (you may freely choose the gender of your anonymous sex partner).

Apply Baby Effects: If the Baby icon appears as an effect and has an A on it, place a Baby marker on the person represented by A (who must be of the opposite sex). If the Baby icon appears as an effect without an A, place a Baby marker on the Anonymous Sex field of the board on the gender opposite your own.
Other Participants Apply Effects

Every person mentioned on the card you are resolving is a participant in the event. In practice, this will include friends your select (either as prerequisites or effects); partners or exes you use as prerequisites; and people you begin, end, or strengthen relationships with as a result of the card. 
Each participant applies the following card effects to himself: (a) Characteristic effects, (b) Sex effects, (c) Baby effect. 
All participants in an event become friends with one another. Exception: Life Goals are private: the effects only apply to the active player, and participants do not become friends with one another.

Specific Examples

Players you are friends with: A, B
Players you are not friends with: c, d
Neutral persons you are friends with: W, X
Neutral persons you are not friends with: y, z

Card: Find a best friend (puberty)
Prerequisites: None
Effects: Friend
Resolution:

· You select y to accompany you to the event.

· B & c both play Call markers in your color, to force you to take one of them.

· You counter by playing d's Call marker.

· You take d to the event; you and d become friends.



Card: Let's Just Be Friends
Prerequisites: Relationship (A)
Effects: Grief, Broken Relationship (A)
Resolution:

· You move the person represented by A to the appropriate Ex space on the relationship track (the leftmost if you were In Love or Engaged, the rightmost if you were Married of Happily Married). A moves you to the appropriate ex space on his own relationship track as well.

· You advance one on Grief.

· A advances one on Grief.



Card: First Semester Party
Prerequisites: Friend
Effects: Sex, Alcohol, Drugs, Friend

Resolution:

· You select A as your prerequisite friend. No one plays Call markers, so you will take A to the event as your prerequisite friend.

· You select B as your effect friend.

· c plays a Call marker. You decide not to counter with another Call marker, and will take c to the event as your effect friend.

· You advance on Alcohol and Drugs, and add a Sex marker to the anonymous sex field of your board.

· Both B and c advance on Alcohol and Drugs, and add Sex markers to the anonymous sex fields of their boards.

· B and c become friends.



Card: Make a connection
Prerequisites: Friend (A) 
Effects: Partner (A)*, Smoking
Caveat: * New partner (Note: the actual card incorrectly reads "New friend") 
Resolution:

· You are currently Engaged to W, so you may NOT choose him as your prerequisite friend (as the relationship you form as a result of this card must be new). You instead choose X.

· B plays your Call marker.

· You counter by playing A's Call marker, and so will take A to this event.

· You advance on Smoking.

· You move W to the Ex-Partner space of the relationship Track.

· You are separated from, but still married to, A. You move A to the Happily Married space of your relationship track.

· A advances on Smoking.

· A dissolves his current relationship, if any.

· A puts you on the Happily Married space of his relationship track. 

